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EXTRA BITS BOOK 


INTRODUCTION 


Greetings, intrepid Al. You are reading this booklet for one of several reasons: 


e You got the Red Dwarf Al Screen home, took the 
shrink wrap off and it fell out. "Bonus!" you exclaimed. 
e You were looking for some supplementary material for 
your Red Dwarf campaign, read the cover, and there- 
fore knew the booklet was included. Because you're 
just smart that way. 
e You are bored in class and it fits neatly inside the skin 
mag tucked inside your calculus textbook. 
e You are looking for love in all the wrong places. 
e You are in the loo and there's bugger all else to read. 
Assuming it's one of the first two reasons, you're in 
luck. If it's any of the others, your mileage may vary. The 
Red Dwarf Al Screen Extra Bits Book is a handy supple- 
ment for Red Dwarf - The Roleplaying Game. The major 
purpose of the A/ Screen is to hide precious campaign 
notes and dice rolls from the players while keeping im- 
portant bits of information near at hand. The major 
purpose of the Extra Bits Book is to give the Al some ad- 
ditional material to throw at the players. And of course 
the major purpose of the players is to give the Al some 
handy targets for abuse. 


The Screen 

The Al Screen itself is a tri-fold cardstock affair. One 
panel is actually the product's "cover" and is about as 
useful in gameplay as an A-cup bra in Hollywood. The 
center panel bears a striking resemblance to Holly, Red 
Dwarfs Al (and is of particular assistance if you are por- 
traying Holly or a Holly variant in your campaign). It's 
there mainly as a lark to distract the players, and can eas- 
ily be replaced by clipping an 8x10 glossy photo of your 
own sorry mug over the original. The third panel contains 
two handy tables for character creation and shooty- 
whacky things. And that's all your players get to see. 

Inside the screen are three panels full of top secret, 
arcane knowledge... well, not really. It's just some more 
tables and data, isn't it? But they're YOUR tables and 
data. You can pretend they're top secret and arcane, and 
your players might just believe you (if you pass your Con 
check). You'll find a synopsis of the main gameplay rules, 
Fear and Space Madness tables, ship stat listings and 
some worthwhile information on weapons from the rule- 
book (as well as the new ones in this volume). All of which 
is as handy as a skewer salesman at a fondue party. That 
is to say, pretty damned handy indeed. 


The Extra Bits Book 

Right, so you have a nigh-impenetrable cardboard 
barrier between your game notes and those sneaky bas- 
tards you play with. Now what's all this about an Extra 
Bits Book? Quite simply, this very thing you are currently 
reading is stuffed full of, well, extra bits. Clever little gems 
that can help flesh out or augment your current Red 
Dwarf game. 

Like what, you ask? 

First of all, there are a couple of new character types 
(the Series 3000 mechanoid, and the Vindaloovian 
GELF) and three new NPCs: Petersen, Chen and Selby 
- everyone's favorite drinking buddies! Why weren't they 
in the main book, you ask? Cheeky monkey. Quite sim- 
ply, they took a detour on their way in, stopped at the pub 
and got drunk. After weeks of searching, we found 
Petersen on a miniature golf course in Lunar City 7 wear- 
ing a PVC miniskirt, face down with his head in the mouth 
of Abraham Lincoln. 

But wait. That's not all. There’s a new sample set- 
ting entitled War World (three guesses what that place is 
like, and the first two don't count). How about a Very 
Important Item Generator? Check. Need more gear? 
More things that go zark and make the poor git at the 
other end melt into a puddle of goo? Yup, they're in here. 
Need a Creature Design Toolkit to help you generate 
fearsome foes and disabling distractions for any players 
who might be feeling a bit full of themselves? Right this 
way. Then, how about some new adventure seeds for 
the Red Dwarf Scenario Generator? Check. And finally, 
we thought you might like having a master version of the 
character sheet that is more easily photocopied and save 
wear and tear on the spine of the rulebook. 

Crafty, that is. Always thinking. That's us. 


You Rule 

In case we didn't stress this enough in the rulebook, 
you are in command. Feel free to use these Extra Bits in 
any way you like, tweak them to suit, or disregard them 
completely. They are there to help make your job easier, 
after all. If you don't want to allow the new character 
types, chuck 'em out. If you'd rather not use the Creature 
Design Toolkit to help you create monsters to throw at 
those poor, hapless players, suit yourself. 

Now get to work, smeghead. You've wasted valuable 
adventure-writing time reading this introduction. A Red 
Dwarf scenario isn't going to bloody well play itself, is it? 


NEW CHARACTER TYPES 


KRYTEN: There's no doubt about it. He's entirely mechanical, a 3000 series. Made in Taiwan. Look, he has a 
24-hour callout number. 


- Out of Time, Series VI 


Series 3000 Mechanoid 

Preceding Diva-Droid's 
4000 Series, the 3000s were 
q_ the ultimate in android technol- 
¥ ogy. Unfortunately, some bits 
of them worked a little too well. 
The outer bits, that is; 
4, the spongy skin and re- 
alistic hair that made 
them look identical to 
humans (as well as a 
propensity to vent ex- 
#F cess gasses in a 

remarkably humanoid 
manner). It was this in- 
credibly close proximity to 
“4 actual human "look & feel" 
4 that earned the Series 
3000 the award for "Most 
“\, Disturbing Android 
Design" by just about 
every consumer guide 
in the galaxy. 

Android technol- 
ogy had been on a 
direct course to this 
i pinnacle; each new 
design throughout 


closer to the goal 
of truly human- 
looking 


Identity Status (choose or roll 1D6) 


Memory Wipe - You have no clue as to your 
android origin, believing you are truly human 
in all ways. 


Unsure - You know you aren't human, but 
don't know what you really are. 


Masquerade - You know your true condition, 
but choose to hide behind the mask of hu- 
manity. 

Open - You're out of the android closet and 
damn proud of your identity. You're here and 
you're quantum-calibrated! 


machines. Now that humans had them, they de- 
cided they didn't want them. Sort of like buying an 
expensive telly and realizing it's not necessarily a 
good thing to be able to experience footballers 
scratching themselves in wall-sized, high-defini- 
tion stereo. 

Diva-Droid knew they had to act fast. They is- 
sued an immediate recall and dismantled as many 
of the units as they could, replacing the doomed 
3000s with the new Mamet-designed Series 4000. 
There would be no mistaking these new 
mechanoids with a human being... unless the hu- 
man in question had been in a terrible accident 
and now looked like Herman Munster's stunt dou- 
ble. 

A handful of the old 3000s escaped the recall 
by having their memory banks erased by mech- 
friendly programmers and blending into human 
society. They now roam the galaxy, pondering the 
eternal questions: should | scrub gussets, or 
should | order takeout? 

Series 3000 mechanoids have the ability to 
process human food (as well as near-human food 
like pot noodles and year-old lager), and do not 
suffer from water damage like the Series 4000 (in 
fact, they are waterproof to 100 meters). 

Playing a Series 3000 mechanoid can be a fun 
option for someone whose character has just died 
(“Hey Jane - turns out you weren't really human af- 
ter all!”), a player 


who loves sur- : 
prises (“Hey Gary, || Maximum Stats: 
you know how J Agility 6 


Dexterity 6 

Strength 6 

Perception 6 

Intelligence 6 

Willpower 6 

Special Abilities: Con 1, 
Empathy 1. 

Drawbacks: Outranked 
by all 4000 and 
Hudzen 10 Series 
mechanoids (must 
follow direct orders). 
May also select 
Asimov's Law as a 
Liability. 


you've been eye- 
ing that power-vac 
in the maintenance 
room?”), or a sick 
and twisted individ- 
ual who likes the 
thought of getting 
bossed around by 
a Series 4000. 


Vindaloovian GELF 
What originated as 


Maximum Stats: a cunning attempt to 


Agility 5 evade a simulant at- 
Dexterity 7 tack by Dave Lister 
Strength 5 and Cat (sticking one 
Perception 7 of Kryten's eyes to 
Intelligence 5 each of their chins and 
Willpower 7 broadcasting upside 
Special Abilities: down) has returned 


with a vengeance. 
Whether Lister real- 
ized it or not, the 
Vindaloovian Empire 
actually exists (in at 
least one reality) - 
small but proud martial 
culture on the fringe of 
explored space, made up of experimental GELFs who 
were left to evolve over millions of years with the aid of 
20th century war movies and plenty of curry. 

Vindaloovian GELFs stand roughly 1 meter high, 
and almost as wide. They come in a variety of skin 
tones and hair colors (often shaving completely bald), 
and each individual sports a single, prominent blue 
eye. They are bipedal, and have three moist digits on 
each of their two hands with which to grasp things. 
Vindaloovians share a fondness for ostentatious mili- 
tary costume that transcends the mundane. If it 
doesn't have epaulets, spurred jackboots and a half- 
cape, they don't want it. 

The Empire officially endorses a Wipe Humans 
==, Out All-over! (or, WHOA!) 
af 1] policy, having relaxed from 

oe): their Wipe Out Everyone! 


Intimidation 1, Self 
Defense 1. 
Drawbacks: -1 penalty to 
movement in meters, 
-1 penalty to all 
Empathy checks. 


(or, WOE!) agenda of 
past regimes. 
According to 
Imperial edict, 
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those few humans remain- 
ing in the universe are 
"scum-scum-scum- 
scum-scum", and never 
to be trusted, ex- 
cept as 
interesting wall J) 
art. A “brutally Gpta 
dismember first, 
ask questions 
later" strategy 
is enforced by 
an aggressive 
three-tiered 
society. 

A 
Vindaloovian of- 
ficial of any kind | 
is known as a 
Tarka, answerable | 
only to the Emperor or 
Empress. Most of the 
skilled middle class (in- 
cluding military officers) 
carry the rank of 
Bindi. The major- 
ity of Vindaloovian 
labor and soldiery is provided by the lower class, 
which carries the title Grunti. Social mobility is possi- 
ble through deeds, but does not extend to an 
individual's family unit (mostly because Vindaloovians 
are cloned in vats and offspring are raised by the 
state). 

Any individuals who shun Imperial doctrine (in- 
cluding a devout love of Wagner and Prokofiev) are 
banished to wander deep space, never to see the 
Vindaloovian motherland, taste the fruit of her garlic 
nan trees, nor drink from her madras rivers. Itis these 
outcasts which will make the most appropriate player 
characters (especially in a crew that includes hu- 
mans). Unless you are planning an all-Vindaloovian 
character game, it is recommended that you avoid 
adding a non-dissident Vindaloovian to the party. 


LISTER: | am Tarka Dall, an ambassador of the great 
Vindaloovian Empire. 
SIMULANT CAPTAIN: Scanners report a human life 


on your vessel. 


Is this so? 


LISTER: Humans! (spit) The Vindaloovian People de- 
spise all humans. They are the vermin of the 


Universe. Is that not right Bindi Baji? 
CAT: You bet, we hate them. Scum, scum, scum, 
scum, scum! 


- Gunmen of the Apocalypse, Series VI 


DRINKING BUDDIES 


Note: Selby, Chen, and Petersen have a special skill that enables them to function somewhat normally while 
drunk. This is called Drunction, and is a specialization under Resist. Lister already has a Resist of 4, and has 


no need of the Drunction specialization. 


Olaf Petersen 
Drunken Dane, Catering Officer 


Somewhat resembling a strategically shaved orang- 
utan, Petersen joined the Space Corps - unsurprisingly - 
while completely pished. His previous career as a fast 
food chip cook placed him in Red Dwarfs kitchen, where 
a surprising amount of cooking sherry disappears daily. 
His assignment there may also explain why the gelatin in 
the mess hall is 180 proof. 

Among his more interesting tattoos are 'Candy' and 
‘Denmark Forever’, both of which were acquired prior to 
enlistment and may provide a clue to his shadowy past. 
Did a beautiful woman drive him to a fit of patriotic fervor, 
enticing him to join the Space Corps? Or does the man 
simply enjoy sweets and suffer from the fear that his na- 
tive country may actually pull up stakes and leave? 

Brazen posturing is something not lacking in 
Petersen's repertoire, and his inappropriate but oddly 
confident chat-up lines are infamous: "My name is Olaf 
Petersen. | am very good in bed." Results are thus far in- 
conclusive. 

Petersen is closest to Lister, and both men have 
matching tattoos on their inner thighs, proclaiming their 
love for one another. Needless to say, these were ac- 
quired while exceptionally out of their respective skulls. 
Petersen often enjoys Lister's guitar playing, which is a 
true testament to just how drunk the man can get. He is 


responsible for getting 
that very guitar to his best 
mate when Lister was im- 
prisoned on floor 13, and 
for this he has earned 
Rimmer's undying en- 
mity. 

Petersen is on his 
second tour of duty. On 
his first tour, he traveled 
much of the solar system, 
getting drunk on Mars, lo, 
Mimas, Titan, and Luna. 
There may have been 
some work involved as 
well, but he doesn't re- 
member for certain. He 
had such an enjoyable 
time getting drunk in so 
many exotic locations 
that he reenlisted for a 
second tour, which led to 
his drunkenness aboard 
Red Dwar. 

Ordinarily someone 
like Petersen, who 
spends his duty hours 
completely smashed and 
his off-duty hours praying 
to a Talkie Toilet™, 
wouldn't have seen an of- 


AGL 4 
Pilot: Cycle 2 
DEX 3 
Active Games 4 
STR6 
Endurance 3 
Strength Feat 3 
PER 1 
Aesthetics: Alcohol 4 
Passive Games 2 
(Strip Poker 4) 
Seduction 1 
INT 2 
Culinary Arts 3 
(Chips 5) 
Trivia: Sports 4 
WIL 4 
Resist 2 
(Drunction 4) 
Cool 3 
INIT 5 
SHRUG 4 
SAVE 7 
Personality: Dumb Luck 
(2), Unusual Talent 
(play kazoo on but- 
tocks), Addiction: 
Alcohol (3), Gullibility 


ficer's commission with a pair of really strong opera 
glasses. However he makes the most awesome 
Swedish meatballs... and when the captain is wasted 
from just the salad vinaigrette and still has three courses 
to go, he'll pretty much sign anything. 

Petersen is not the sharpest tool in the shed, espe- 
cially among his friends, but his drinking stamina is 
rivaled only by Lister's. His position in the kitchen helps 
him keep all his friends nicely marinated, as he is often 
able to steal alcohol from his duty station. 


The whereabouts of Chen, Selby 
and Petersen are currently unknown, but 
it's a sure bet they're tilting back a few. 
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Chen 
Soused Delinquent 

A hearty man with a powerful liver, 
Chen joined the Space Corps in error. Ina 
drunken haze, he seemed to believe that 
the Space Corps Recruitment Station was 
his History class, and that the enlistment 
papers were his final exam. His assess- 
ment determined he was best suited as a 
dishwasher, though he was forbidden from 
cleaning knives or any other sharp objects. 
Shortly after being assigned to Red Dwarf, 
Chen and Selby discovered kindred spirits 
in Petersen and Lister, and the four of them 
often consumed more alcohol than 
Ireland's Gold-Medal-Winning Olympic Pub 
Crawl Drinking Team of 2190, '94 and '98 
combined. Chen was fond of Lister, and 
was saddened when he was put in stasis 
for the remainder of the tour. He was even 
less thrilled when a radiation leak killed 
everyone on board, including himself. 

Resurrected over three million years 


deep space or why the ship was now sud- 
denly restored to its original factory specs. 
His main concern was in making certain 


to drink. 
Among the Fried Four (as most of the 
rest of the crew refer to them), Chen is the 
most quiet, and is best known for enthusi- 
astically supporting any inebriated scheme 
that the others come up with. This means 
that Chen is the one most likely to end up 
naked with a traffic cone strapped to his 
head and blowing a policeman's whistle 
while carrying a live chicken over his 
groin... which has happened more times 
than the rest of the crew cares to admit. 
Prior to the mass exodus from Red 
Dwarf due to the ship-eating microorgan- 
ism, Chen and Selby earned extra beer 
money by functioning (actually, not sure if 
‘functioning’ is the proper term) as the 
ship's volunteer fire safety crew. Come to 
think of it, it's a wonder the drive plate acci- 


Dancing 1 
(Drunken Flailing 3) 
Pilot: Cycle 3 
DEX 4 
Active Games 4 
STR5 
Endurance 2 
PER 1 
Aesthetics: Alcohol 3 
Passive Games 2 
(Strip Poker 4) 
INT 4 
Culinary Arts 2 
(Mixology 4) 
History 3 
Trivia: Sports 4 
WIL 2 
Resist 3 
(Drunction 5) 
Cool 3 
INIT 5 
SHRUG 4 


later by the nanobots, Chen was uncon- 
cerned with how Red 
Dwarf got out into 


AGL 4 
Pilot: Cycle 2 
Stealth 1 


Endurance 2 
Strength Feat 1 


PER 2 Sel by 
Aesthetics: Alcohol 3 inabiated Bolioon 
Se. Gameae Selby was Chen's best mate before en- 
(Strip Poker 4) tering the Space Corps. He was drafted 
INT 5 into service when Chen put his personal in- 
formation into a recruitment form as "extra 
aes ors 2 credit." Ironically, he had been intending to 
Benne , join the military in an inebriated fit of patriot- 
WIL 3 : ism, but had mistaken Chen's History class 
Resist 2 for the recruitment post. 
(Drunction 4) No one is certain exactly what Selby 
Cool 4 does onboard Red Dwar. He's a registered 
INIT 6 member of the crew, but his entire duty ros- 
HRUG 3 ter appears to begin, end, and involve only 
Be 6 drinking. It is Selby who usually comes up 


with the brilliantly drunken ideas when 
Lister is not around, and was solely respon- 
sible for the Toilet Plunger Incident, as well 
as the Angry Chipmunk Affair. 


Personality: Dumb Luck 
(2), Addiction: 
Alcohol (3) 


dent didn't happen ages earlier. 


SAVE 7 

Personality: Dumb Luck 
(2), Unusual Talent 
(play O Canada on 
armpit), Addiction: 
Alcohol (3), Gullibility 


When Lister was sent to the brig for 
stealing a Starbug, Chen and Selby made 
certain to have a drink or ten in his honor. 
Once they were as plowed as an Amish 
field, Selby suggested that they could per- 
haps break Lister from prison. Stealing into 
the ship's stores for supplies, they were 
sidetracked by the discovery of a Time 
Drive, which they used to travel to the 20th 
century and appear in a BBC soap opera. 
By the time they returned, they had forgot- 
ten about their plan to rescue Lister and 
returned to their duties as fire safety volun- 
teers (which mostly involved sitting about 
and waiting for someone to ignite their 
clothes hamper) until Red Dwarf was evac- 
uated. 
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WAR WORLD 


There is a dimension off the beaten track where evil is evil and good guys are in short supply. It is a place 
where history has shifted, where World War 2 never ended, where the Raketenhosen-Manner came from the sky, 


raining fiery death and blunt sausages on Allied nations. 


In this dimension, Earth is Earth. But it isn't where (or when) we left it. Sinister despotism rules all with an 
iron gaunilet of fear. It is like a war movie gone horribly wrong (and run horribly long). 
Welcome to War World. 


History Run Amok 

Imagine that time on Earth ran pretty much as it did 
in our own reality until the post-WWI era. Now imagine 
the fascist political movements of the time if they'd actu- 
ally played by the rules, gaining respectability and clout 
without the wholesale massacre of innocents. Imagine 
this ideological foothold in Allied nations exploited to the 
point where any opposition was severely crippled before 
it could ever be mounted. 

But lest evil win easily and completely, picture a re- 
newed effort by political dissidents and their allies 
abroad. An effort so entrenched, so underground and 
fundamentally inextinguishable as to effectively keep 
major technological advances at bay for decades, cen- 
turies, even millennia. 

This is a world locked in a political and technological 
stalemate. This is a world that desperately needs he- 
roes! 

Psst. That's your cue. 


The Major Players 

The key factions in this dire power struggle are the 
Reich and the Resistance. Each functions in its own 
unique manner and contributes its own flavor to the set- 
ting. Although the Reich may hold overt control over the 
world at large, the Resistance has managed to keep 
things from getting out of hand... well, at least no more 
out of hand than monocled, jackbooted despots with 
thick German accents plotting various evil schemes and 
telling their captives every detail before executing them. 

It should be noted that the stalemate between the 
Reich and the Resistance has gone on so long that their 
existence is now more traditional than functional. That is 
to say that both sides have largely forgotten the cause of 
the initial conflict, as well as anything useful in regard to 
political or technological advancement, and thus the sit- 
uation has cruised on its own inertia for eons. The Reich 
plans an invasion, the Resistance finds out and sends 
agents in to foil it. Things explode, people die, and the 
conflict goes on. Lather, rinse, repeat. 


The Reich 

So much time has elapsed that the Reich has be- 
come a parody of its original form. What was at one time 
a serious-as-a-heart-attack fascist war machine bent on 


world domination, genocide and prompt trains is now a 
large, unwieldy bureaucracy bent on evil plots and big 
explosions. The truly evil agenda of the Reich's fore- 
bears has become the kind of moustache-twisting, 
cackling eeeeevil of pantomimes and Saturday mati- 
nees. But the trains still run on time. 

The Reich maintains the 1940s-era military dress it 
has for centuries, augmenting mid-20th century fire- 
power with the odd modest scientific achievement. 
While most of these advances take the form of Buck 
Rogers style electric rays and rockets, some leaps were 
in fact made in genetic engineering. This led not to the 
creation of the Ubermensch, but to the proudest 
achievement the Reich could have hoped for... 

Easily trained alligators. 

Honestly, what better minion for an Evil Commander 
than a ravenous ‘gator trained to chomp on sight? 
Except perhaps for TWO of them? And they're aerody- 
namic, so truly heroic individuals can sky-surf on them 
out of an exploding bomber if need be. 

The Reich is set up in an Imperial bureaucratic fash- 
ion, with each territory answering to a Unterfthrer or 
sub-leader, who in turn is overseen by the central com- 
puter Known as Human Impressions Tasks & Logistics 
Electronic Reichsfthrer (HITLER). As you might guess, 
at the core of the computer is a stasis field containing 
Hitler's brain, and it's still running the show. Although the 
infrastructure is impressive and sci-fi-like, with tubes and 
leads running 
everywhere, the 
brain itself looks like 
a pudding left out 
too long. So long, 
in fact, that it is no 
longer capable of 
real evil. The only 
evil the brain thinks 
up now is deliriously 
hatched plots from 
watching too many 
WWII movies and 
spending weeks 
postulating how it 


would have turned herrschall durch Kuchen 
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out differently had Steve McQueen not jumped the 
barbed wire fence on his motorcycle in The Great 
Escape. 

Only Unterftihrer are allowed access to the brain. 
You cannot see the brain. If you were to see the brain, 
you'd laugh 'til you wet yourself. And that would be down- 
right embarrassing. 

Those Reich citizens who do not speak German tend 
to speak English in a ridiculously thick German accent 
(also known as “Churrman”). Those who do not produce 
for the war effort are employed as soldiers (use the tem- 
plates for Evil Minion and Evil Commander in the Red 
Dwarf RPG book, page 148). The soldiers of the Reich 
are pretty much walking targets, mooks, cannon fodder 
(or what have you), with the possible exception of the 
Raketenhosen-Manner (aka Rocket Pants Men). 

Do not mess with the men of the Rocket Pants, un- 
less you too are equipped with Rocket Pants of your own. 
Do you have your own Rocket Pants? Didn't think so. 


The Resistance 

If the Reich is a cheesy caricature of fascist Germany 
in the 1940s with a sci-fi twist, so the Resistance is made 
up of angst-rid- 
den spies and 
freedom fight- 
ers, who often 
speak English 
in thick French 
accents, con- 
tent to die nobly 
for their cause 
with a_ salute 
and a last drag 
from their never 


tive ta Baguette! 


ending _ciga- 
Z rettes. 
Decidedly 


paramilitary in action and uniform, the Resistance is a 
rag-tag, misfit thorn in the side of the Reich's theatrical 
brand of eeeeevil. Though not without a modicum of 
courage, the Resistance needs heroes in order to tip the 
balance of power. They are strictly dig-in-and-hide, tena- 
cious, ideological folk, using stolen weapons and a 
campaign of leaflet propaganda to further their ends. 
They do not have the facilities or resources to promote 
the sort of heroism necessary to truly overthrow the 
Reich. 

While the Resistance does in fact have many physi- 
cal compounds throughout the world, the movement 
consists mostly of single infiltrators, small cells, safe 
houses and hidden passages throughout Reich-held civ- 
ilization. 

Resistance fighters are fiercely proud, even arrogant, 
and will regard any unknown parties with a great deal of 
suspicion. However, once a hero has ingratiated himself 
in a cell or command group, he will always have a squad 


EE eee 


of beret-wearing, cigarette-smoking warriors watching his 
back. 

It should be said that the Resistance will usually 
make contact with outsiders through the use of a 
Beautiful Woman™, who will use her — 
Womanly Charms™ to find out the; 
true motivations of said outsiders. 

As the perceived underdog in the 
war against megalomaniacal oppres- ie 
sion, the Resistance has gained the - 
support of many prominent world 
leaders, including Beryl Bonjella, 

Princess of Seni Rotundi (a double is- 
land chain in the Mediterranean and ¥ 


front for the Resistance). Bonjella 
and others of her kind would be as- 
sets to any potential heroes working 
with the Resistance (or just cruising 
alternate universes for chicks). 


The Rocket Pants 


The greatest weapon in the war 
for world domination has of course 
been Raketenhosen, or Rocket 
Pants. Fearsome clouds of Rocket 
Pants Men blanket the skies, sending 
avery concise message of dread: fear 
our pants. First Paris fell to the 
Rocket Pants, then London, then New 
York. When Sydney fell, the world 
mourned the loss of really awesome 
grilled shrimp and lager in one-liter 
cans. Panic spread over the world. 
Occasionally Pants would fall, but the 
helmeted soldier would only stand | 
erect and continue his forward thrust 
on foot. 

Reich scientists developed the 
Rocket Pants to give the average foot 
soldier a longer range and much 
greater speed. They achieved that § 
goal, but not without sacrifice. Many 
of the early prototypes were less than : 
nadger-friendly, and some severe ac- & 
cidents almost led to the dismantling 
of Projekt: Hosen, not due to injuries, 
but to the scientists being unable to 
work with their legs crossed in sympa- 
thy. 

Not long after the first aerial as- 
saults by Rocket Pants Men, agents | 
of the Resistance acquired their own 
rocket-powered garments, and Reich | 
superiority in the skies was reduced 
evermore. Sometime around 1957, a pre-Ace Rimmer in- 
terdimensional hero crashed his ship in the Penines, 
joined the Resistance and single-handedly turned around 
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their feeble attempt at combat- 
ing Rocket Pants Men. Until 
that time, the Resistance had 
been content to launch individ- 
ual soldiers into the air with a 
catapult and trust their luck that 
the agent could hit a Reich flyer 
and get him out of his pants. 
Needless to say, it hadn't 


4 Pa 


Pir PIPY ; 
worked. PY 
Commander Robert ENCES AMA, 
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Dimsdale changed all that. 


With a pair of captured Reich 
Raketenhosen, a welding torch 
and a bit of good old Allied spirit 
(not to mention encyclopedic 
from his romps through time 
and space), Dimsdale gave the I 
Resistance their own Rocket i 
Pants program. With his [A= . 
yf il 
Birdmen, Commander All || | 
Dimsdale became an interna- / : 
tional (and interdimensional) Hf wd 
hero: Robbie Rocket Pants. 
tional comic book, radio and television character, on War 
World he was very real indeed. In fact, Princess 
Borjella's great great great grandfather, Bela Bonjella, 
dedicated a statue in Robbie's honor. It stands to this 
Both models of Rocket Pants have an effectively un- 
limited range, due to the super-efficient 4 
fuel processors that are able to convert | 
most any energy source into thrust. If re- 
requirements, your crew should be able /fr¥ 
to use alcohol, water, even urine to take e 
off again (barring malfunction). 
Rocket Pants require the skill cat- 
very hot, and will malfunction on a 
Pilot: Rocket Pants skill check result 
of boxcars (a natural 12). Ifa pair of 
Rocket Pants malfunctions in mid- 
Rocket Pants skill check to restart them 
and escape being flattened against the 
countryside like a plastic jug of tapioca. A 
character piloting a pair of Rocket Pants 
if the passenger hangs onto his back), at 
a-1 penalty to SPD and MAN values. 
See the additional equipment list- a 
ings (page 17) for data on the two («te 


mechanical knowledge gleaned 
squadron of famed Junior 
Although in most other dimensions Robbie was a fic- 
day, in the central square of Seni Rotundi's capital city. 
fueling is necessary due to story jim 
egory Pilot: Rocket Pants. They run 
flight, it will take a successful Pilot: 
can carry one additional person (but only 
styles of Rocket Pants. 


= = 
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Adventure Ideas 

Rather than bulldoze you 
into a single, linear adventure, 
we would suggest you check 
out any war movie. In fact, 
we'd suggest checking out 
two or three and merging all 
the plots together. For in- 
stance, have your crew join a 
wax droid of Telly Savalas in 
an attempt to retrieve a crate 
of priceless Renaissance art 
from the ammo depot they 
need to blow up (make sure 
they get the art first, then blow 
up the depot). 

Alternately, have your 
crew infiltrate a Reich archae- 
ological dig in the desert and 
escape via Zeppelin with a 
crate of gold bullion and 
Sophia Loren. Disguises, ex- 
plosions, daring getaways, 
sneaking down dark alley- 
ways, that kind of thing. 
Remember that with Red Dwarf, the bigger and sillier the 
better. After all, where else can a cheesed off mechanoid 
drive a tank out of a lake and blow up a 19th century 
gazebo during a tea party? 
We've also included a se- 


a 


pew 


Devin Ap 


AGL 4 


lection of new adventure Athletics 2 
seeds (page 22) which you (Riding 4) 
can use with the Red Dwarf Self Defense 3 
Scenario Generator (Red Pilot: (select any) 3 
Dwarf rulebook, page 160). |] DEX 3 
War World Craft: Sewing 3 
NPCs (Knitting 5) 
he Demolitions 3 
J== Resistance Firearms 3 
-? Fighter BLS 


Climb 3 
Endurance 3 
PER 3 


Just in case your crew 
find themselves crashed 
behind enemy lines, we've 
included a typical Resis- 
tance soldier for your 
convenience. As explained 
previously, Resistance 
fighters are hearty folk with 
a penchant for fat bottles of 
wine and long, skinny ciga- 
rettes. Females will be 
beautiful in that disheveled 
way, but very dangerous if 
cornered. 


Awareness 3 
Security 3 
(Booby Traps 5) 
INT 3 
Computer Ops. 3 
WIL 4 
Resist 2 
INIT 7 
SHRUG 4 
SAVE 7 
Personality: Fanaticism 
(3), Addiction: 
Nicotine (3) 
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Princess Bonjella 

; : Beryl Bonjella is the daughter of 
King Stefano Bonjella, murdered 
martyr of the Resistance. Raised in 
relative safety within the royal com- 
pound in Seni Rotundi, Beryl was 
the product of the finest tutors 
Resistance money could buy. 
Groomed for a career as a diplomat, 
Princess Beryl found another calling 
the day her father was executed in 
the central square of her native city. 
On that day, she pledged eternal 
vengeance and much angry pouting 
against the Reich, and she's fol- 
lowed through on both counts. 
Once kidnapped by the Reich (and 
nearly executed herself), Bonjella 
was sensationally rescued by one 
Ace Rimmer, who spirited her away 
' on his custom jet bike. After a few 
Beryl rolls (pilot joke, couldn't re- 
sist), the two engaged in a whirlwind romance, cut tragically short when it was 
revealed a Reich bullet had damaged his light bee. Devastated, Princess Bonjella 
now focuses exclusively on her work with the Resistance, and has pledged she will 
never love again... at least until the next hunky space hero comes a-calling. 


J unior Birdmen 
Following the lead of Commander 
Robert Dimsdale, the Junior Birdmen are 
the essence of strength, 
grace, cool under fire, 
and modern streamlin- jj AGL 4 
ing. Although the Athletics 4 
legendary Robbie Self Defense 4 
Rocket-Pants is long Pilot: Rocket-Pants 5 
dead, those of his order |] DEX 3 
keep his memory alive Firearms 4 
with screenings of his ]] STR3 
movie serials and a Endurance 3 
comic book that hasn't Swim 3 
yet gone out of print. ||] PER3 
Junior Birdmen are loyal Awareness 4 
to the Resistance and INT 3 
handy in an aerial scrap. }] WIL 4 
Resist 3 
INIT 7 
SHRUG 4 
SAVE 7 
Personality: Fanaticism 
(3), Addiction: 
Nicotine (3) 


thanks 


threat they 


combat. 


washing... 
almost. 


Raketenhosen-Manner 

Dense clouds of these fearsome rocket- 
pants pilots once blanketed the skies. Now, 
to Robbie 
Rocket-Pants and his 
Junior Birdmen, they 
are no longer the 
once 
were. Still, they are 
ferocious opponents 
and not to be under- 
estimated in aerial 
Rocket- 
Pants Men are loyal 
to the Reich and, as 
the elite aerial troop- 
ers, virtually immune 
to bribery or brain- 
virtually... 


AGL 3 
Athletics 3 
(Riding 5) 
Self Defense 3 
Pilot: Auto 4 
DEX 3 
Craft: Sewing 3 
(Sheer Evening 
Gowns 5) 
Firearms 5 
STR 3 
Climb 4 
Endurance 3 
PER 4 
Awareness 4 
Security 2 
INT 4 
Computer Ops. 4 
WIL 3 
Resist 3 
INIT 7 
SHRUG 3 
SAVE 6 
Personality: Charisma (2), 
Dumb Luck (2), Rank 
(3), Fanaticism (3) 


AGL 3 
Athletics 3 
Self Defense 5 
Pilot: Rocket-Pants 5 
DEX 3 
Firearms 5 
STR4 
Climb 3 
Endurance 3 
PER 3 
Awareness 3 
INT 3 
WIL 4 
Resist 3 
INIT 6 
SHRUG 4 
SAVE 8 
Personality: Fanaticism 
(3), Addiction: Loud, 


Boisterous Beer-Hall 
Songs (3) 
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AGL 3 Captain Voorhese 
Athletics 4 According to War World Weekly's annual 
Gunnery 4 "What Maniac" poll, Unterfihrer Herr Kapitan 
Self Defense 5 Wolfgang Voorhese has held the coveted "Most 
Stealth 4 Likely to Invade Australia" title for several years 
Pilot: (Aero) 5 running. Recently downgraded to "Most Likely to 
DEX 3 Be Eaten by an Alligator in a Bizarre Skydiving 
Demolitions 4 Accident", Voorhese hatched a nefarious plan 
Firearms 4 which included the kidnapping and execution of 
STR 2 Princess Bonjella. A plan which was fortunately 
Endurance 5 (or sadly, depending on which side you cheer for) 
PER 4 foiled by Ace Rimmer and resulted in Voorhese 
Aesthetics: Evil 4 being eaten by an alligator in a bizarre skydiving 
(Nefarious Plots 6) accident. Whether Voorhese was actually killed 
Awareness 5 in the ordeal or not is up to you. Truly villainous 
Con 5 villains tend to be somewhat indestructible. 
Empathy 4 
Passive Games 4 
(Tiddly-Winks 6) 
Seduction 4 
Social 4 
INT 4 
Anthropology 4 
Computer Ops. 5 
Culinary Arts 4 
(Fondue 6) 
History 4 
(Evil 6) 
Language: Churrman* 5 
Life Sciences 3 
Mathematics 4 
Philosophy 4 
(Evil 6) 
Security 4 


WIL 4 
Cool 5 Snappy the Alligator 


Intimidation 5 The pinnacle of Reich genetic engineering, Snappy is bonded to her 
Resist 5 master, Captain Voorhese. More specifically, her jaws are bonded to his 
INIT 7 entire upper torso. He probably should have fed 


SHRUG 3 her a bit more. ncn 
aa fs ae Stealth 3 
Personality: Ritual (must : * Animal Compania 
reveal nefarious plot DEX 4 
before killing enemies), STR7 
Addiction: Hogan's PER 3 
ee lust loves Aesthetics: Flesh 2 
that Colonel Klink! (2), Pi ae : (Human Flegn Pi 
Fanaticism: Evil (3), 3 dh A INT 4 
Fanaticism: Power (3). 


: Come When Called 2 
Note: unloved by father, WIL 1 


Personality: Direction, 


Fanaticism: Hates 
* Speaks fluent German as : ' . i Steve Irwin With a 


well (no skill needed) ‘ ‘= ir Violent Passion (2), 
i “ y Cold Blooded (2) 


mother made him wear 
shorts until university. 
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VERY IMPORTANT ITEM GENERATOR 


Evil overlords often possess strange high-tech items and gadgets, usually deadly super weapons. But how can 


an overwhelmed Al quickly develop an item with an appropriately pseudo-science name? 


Vr not. The Very Important Item Generator 
is all you need. And it's not just useful for Evil 
Commanders trying to tip the balance on War World. It 
can be used for any source of technobabble you wish to 
throw your crew's way. But be careful! This is a high-tech 
Very Important Item Generator, whose power is easily 
abused. 

Just kidding. Abuse away. 

First roll 1D6 on Table 1 to determine the components 
of the word. The results of Table 1 will tell you how many 
times to roll on each column in Table 2 (on which you roll 
D6% for each column). For example, if you roll a 4, you 
will roll twice on each column, and combine the results 
(giving you an item such as a Hyperatmospheric Dynamic 
Temporal Laser Generator). 

But what does the device do? What exactly is a 
Hyperatmospheric Dynamic Temporal Laser Generator? 

Well, if you can't figure out what it does by the name, 
then neither will the players. Which means it can do any- 
thing you want it to. 


Table 1: The Formula 
Roll 1D6 


# How many rolls per column 
Column 1: 1 roll Column 2: 1 roll Column 3: 1 roll 
Column 1: 2 rolls Column 2: 1 roll Column 3: 1 roll 
Column 1: 2 rolls Column 2: 2 rolls Column 3: 1 roll 
Column 1: 2 rolls Column 2: 2 rolls Column 3: 2 rolls 
Column 1: 3 rolls Column 2: 2 rolls Column 3: 1 roll 
Column 1: 3 rolls Column 2: 2 rolls Column 3: 2 rolls 


PROF. CAT 
Cesiumfranco- 
lithicmyxialobid- 
iumrixydixydoxi- 
drexidroxhide. 

- Only the Good, 
Series VIII 


Table 2: The Result 
Roll D6% for each column as directed in Table 1. 


Column 1 
Bio 

Photo 
Ecto 

Poly 

Ulta 
Electro 
Hyper 
Thermo 
Imperio 
Psycho 
Resonant 
Sono 
Tele 
Vege 
Quick-Acting 
Sub 
Atmospheric 
Hydro 
Trans 
High-Energy 
Lumo 
Mecha 
Anti 

Oxo 
Vampiro 
Thermo 
Flying 
Mega 
Zoo 
Atomo 
Muta 
Micro 
Aqua 

Vita 
Magno 
Radiant 


Column 2 
Genic 
Atomic 
Optical 
Synchronic 
Fusion 
Metallurgical 
Nether 
Isotopic 
Luminescent 
Etheric 
Oxidization 
Mechano 
Electric 
Disintegrator 
Dimensional 
Energy 
Dynamic 
Isotropic 
Harmonic 
Cosmo 
Radioactive 
Death 
Resonating 
Scopic 
Magnetic 
Focal 

Static 
Temporal 
Reintegrator 
Kinetic 

Field 
Metabo 
Acoustic 
Destructo 
Pneumatic 
Psionic 


Column 3 
Robot 

Pod 
Transducer 
Suit 

Glue 
Excluder 
Turbine 
Pants 
Tube 
Shield 
Generator 
Device 
Ray 
Mechanism 
Station 
Chamber 
Drive 
Neutralizer 
Insulator 
Laser 
Vacuum 
Gun 
Jacket 
Missile 
Pump 
Monkey 
Shuttle 
Discharger 
Engine 
Bomb 
Transformer 
Module 
Clone 

Unit 
Fluidator 
Casserole 


NEW HARDWARE 


KOCHANSKI: According to the weather scan it's beautiful down there. Tropical temperatures, not a cloud in 
sight! Suggest we dress for snow and take the buggy. 
- Nanarchy, Series VII 


Canary Rifle (C-180A) 
Standard issue to all Canaries on dangerous missions, especially shower night, the C-180 Assault Rifle can fire 

in single shot mode, 3-round burst, and full auto. It 

uses a Standard Space Corps Penal System caseless 

round and can be programmed not to fire on wardens 

or other specific personnel. Unfortunately, this does 

not mean such targets cannot be hit by ricochets or 

other accidental fire. Skill: Firearms 


WA 0 WR5 Range 70 Ammo 30 


Vindaloovian "Viper" Rifle (VPR-4) 

The backbone of their arsenal, the Vindaloovian Popadom Rifle (VPR) fires a vicious explosive flechette round 
derived from industrial strength popadom shards and four- 
star curry sauce. Not only does it rend flesh in a way only 
stale Indian food can, it stings like smeg! Plus, if a soldier 
is ever stranded behind enemy lines without rations, he can 
eat the ammo. Single shot or 2-round burst only. 

Skill: Firearms 


WAO WR3* _ Range 60 DB +2 Ammo 20 
* AV is halved (round up) 


Thermo-Foil™ Parka 

Whether you're stranded in arctic conditions or zs : f : 
just need a large tea cozy, the Thermo-Foil™ parka VoxMod ; Vocal Di oo Unit 
will keep the coldest flesh warm and toasty. Also Be the life of the party with this pre-programmable 
handy when you've run out of baked potato jackets. vocal modulator! This tiny device fits snugly against the 
Rated to -20C, the Thermo-Foil™ also carries an upper palette, altering any voice to the last recorded pat- 


AV of 2 (AV 4 versus laser weapons - refer to Reflec tern. Simply tongue the micro-control to dump old 
Vest listing in the RPG book for details, page 74) patterns and record new ones. Gives a +2 bonus to Con 


skill checks. Not recommended for accessing restricted 
areas or making promises your bunkmates can't keep. 
Holds one vocal pattern in memory. 


Weather-Blast™ Goggles 

As Dave Lister's old metal shop teacher, "One-Eye" 
MacScarface, used to say, "Always use your eye protec- 
tion!" Truer words were never spoken, especially when 
trying to navigate through a sandstorm, or ride out a tor- 
nado on Planet Razor Blade. These premium 
JMC-issue goggles are definitely worthwhile equipment 
for those who insist on running with scissors. 
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NEW VEHICLES 


ACE: Those boffins have hammered together a crate that can cross dimensions? When do | launch? 


Bomber 


- Dimension Jump, Series IV 


The backbone of the Reich air force, a bomber can deliver punishment from great altitudes, and makes a really 


fearsome buzzing sound. Skill: Pilot: Aero 


Type: Aero 

Size: Small 

Crew: 2 (8) 

SPD 1 

MAN 2 

SHL None 

HUL 10 

Weapons: 

4 Hvy. Machine Guns - nose, top, belly, tail 
WA -1, WR7, DB +1, Range 100m, Ammo 100 
40 bombs (full load) WA 0, WR 10 


Diva-Droid Shuttle 

Developed specifically to transport replacement 
mechanoids across vast reaches of space, the Diva- 
Droid interstellar shuttle is nonetheless handy when 
you have to make a hasty getaway after leaving your 
crewmates back on the mother ship to face the Fire 
Belching William Shatner Pizza Creature. The shuttle 


is equipped with onboard facilities for one, and a single 
stasis pod. Its 
atomic engine has 
a 2000-year pow- 


ertrain warranty. 
Options — include: 
celestial sunroof, 
integrated bath 
bucket, DVD 
player and 1-900- 
SEX-LINE service 
(it gets ever so 
lonely in deep 
space). 
Skill: Pilot: Shuttle 


Type: Shuttle 
Size: Small 
Crew: 1 

SPD 2 

MAN 3 

SHL None 

HUL 10 
Weapons: None 


Fighter 

If the bomber is the backbone of the Reich air 
force, then the fighter is the nervous system after too 
much coffee. A Reich fighter can strafe, bomb, or en- 
gage in aerial combat. Plus, chicks dig it. 
Skill: Pilot: Aero 


Type: Aero 

Size: Small 

Crew: 1 (2) 

SPD 3 

MAN 3 

SHL None 

HUL 9 

Weapons: 

2 Hvy. Machine Guns - nose, linked (DB reflects 
linkage) 

WA -1, WR7, DB +4, Range 100m, Ammo 100 
2 bombs (full load) WA 0, WR 10 
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J et-Cycle 

Still in its experimental phase, the Resistance-built jet-cycle includes the romance of two-wheeled adventure 
with the added function of aerial flight. Features include twin rocket boosters, auto-switching conirol flaps, and 
smoke canisters for sky writing. The rear flap raises for flight, and the front fender becomes a wicked cool front- 
mounted thingamajig at the touch of a button. Skill: Pilot: Cycle 


Type: Cycle 

Size: Small 

Crew: 1 (2) 

SPD 4 (requires rocket boost to go from ground to air) 
MAN 4 

SHL None 

HUL 5 

Weapons: Can be fitted 

with a variety of SMG and 

light rocket loadouts 


J) MC Buggy 


When you can't risk a treacherous journey on foot, and the limo is in the shop, why not trust your life to the new 
and improved JMC Buggy? Its sturdy construction and mammoth tires make the Buggy a perfect choice for all-ter- 
rain vehicular adventure! The integrated atomic power cell is good for 20 years between core replacements, and 
the UltraPlas™ windscreen wipers never streak! Skill: Pilot: Auto 


Type: Auto (multi-wheeled ATV) 

Size: Small 

Crew: 1 (4) 

SPD 2 

MAN 2 

SHL None 

HUL 10 

Weapons: 2 Bazookoids (fire-linked at the drive 
console - on a successful shot, two hits are ap- 
plied to the same target). 


Pursuit Bike 


Well, it's not flight-capable and it doesn't come stenciled with [your codename here] on the gas tank, but the 
Reich-built Pursuit Bike is hell on wheels, nonetheless! Comes standard with rocket boosters, a top speed of Mach 
point-five, and is equipped with SuperStik™ vulcanized tires to cope with sudden bursts of speed. 


Skill: Pilot: Cycle 
Warning: Because of the rather long brak- : 
ing distance required, the use of rocket Type: Cycle 
boosters is not recommended for pursuit ] Size: Small 


within enclosed compounds. Crew: 1 (2, with sidecar option) 
“ss SPD 4 (ground only) 
MAN 3 
SHL None 
HUL 5 
Weapons: Can be fitted with a vari- 
ety of SMG and light rocket loadouts, 
and/or a single heavy weapon 
mounted on optional sidecar 
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Rocket Pants 


Reich Raketenhose 

The ultimate in rocket-powered undergar- 
ments, the MkII is the symbol of elite Reich aerial 
assault. The MkI model was worn on the outside, 
much like a giant steel diaper. When soldiers re- 
fused to fly into battle wearing a cumbersome 
metal nappy, the vehicle was redesigned. The 
MkII now comes integrated with aerial flight 
trousers, featuring the patented Aerial Smog 
Sublimation (ASS) exhaust system, and central 
dial control. A squadron of MkII Raketenhose 
carrying armored soldiers is a fearsome sight in- 
deed. 

Although the MkI model has been officially 
retired, several hundred were made and can still 
be found on the black market. 

Skill: Pilot: Rocket Pants 


Mark | 

Type: Rocket Pants 
Size: Small 

Crew: 1 

SPD 2 

MAN 2 

SHL None 

HUL 8 

Weapons: None 


Mark II 

Type: Rocket Pants 
Size: Small 

Crew: 1 

SPD 3 

MAN 2 

SHL None 

HUL 8 

Weapons: None 


Note: Targeting the pilot of a pair of Rocket 
Pants is considered a called shot against a mov- 
ing target (-2 penalty to hit). If the pilot is not 
targeted, the Rocket Pants take the full force of 
the hit. Use the Vehicle Damage information 
from the Red Dwarf RPG book (page 49). 


Junior Birdman Rocket Pants 

Engineered from the MkII Reich model, 
Commander Robert Dimsdale's design is as 
fashionable as it is practical. Gone is the smoke- 
belching ASS exhaust, and the unfashionable 
control system. Instead, the Junior Birdman 
model uses a dual side exhaust system which re- 
leases thrust from the reinforced jodhpurs. Dual 
thrust/nav controls on the belt make certain the 
pilot can enter battle with hands jauntily on hips 
rather than clutching one's own central velocity 
dial. Although comparable in stats, the Junior 
Birdman model is much more desirable from a 
fashion aesthetic. 

Skill: Pilot: Rocket Pants 


Type: Rocket Pants 
Size: Small 

Crew: 1 

SPD 3 

MAN 3 

SHL None 

HUL 7 

Weapons: None 


CAT: OK. | say get into the jet-powered 
rocket pants and junior-birdman the 
hell out of here. 

KRYTEN: An excellent and inventive sug- 
gestion, sir, with just two tiny 
drawbacks: A. We don't have any 
jet-powered rocket pants; and B. 
There's no such thing as jet-powered 
rocket pants outside the fictional se- 
rial Robbie Rocket Pants. 

CAT: Well that's put a crimp in an other- 
wise damn fine plan. 

- Terrorform, Series V 
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Space Corps D] X-1 Prototype 
Originally test-piloted by Ace Rimmer, the DJX-1 (aka Dimension Jump eXperimental craft) left the top secret 

Mimas facility with one imperative: break the speed of reality. And succeed it did! A sporty little red number com- 
plete with experimental DimensioFuse™ technology, a fawning onboard Al, and a mean ejector seat, the DJX-1 is 
the perfect stylish ride for all your dimension-hopping needs. CAUTION: Due to the specific personality-seeking 
navigation software employed, this ship has a tendency to come out of dimension warp in dangerous proximity to 
other craft. 

Type: Experimental Spacecraft 

Size: Small 

Crew: 1 (2) 

SPD 4 

MAN 3 

SHL None 

HUL 15 

Weapons: None (but has space for 1 heavy 

weapon loadout) 


Zeppelin 

A throwback to the romantic days of airship adventure, the Zeppelin is the very image of exploration and der- 
ring-do. Because the Hindenburg disaster never happened on War World, dirigibles are still in use throughout 
Reich and Resistance-held territory. Skill: Pilot: Aero 


Type: Aero 

Size: Medium 

Crew: 2 (40, or 10 with full bomb load) 

SPD Varies. Assume 0 normally, -1 in headwind, +1 in tailwind 
MAN Varies. Assume 0 normally, -1 in heavy wind 

SHL None 

HUL 8 

Weapons: 3 Hvy. Machine Guns - top, side, side 

WA -1, WR 7, DB +1, Range 100m, Ammo 100 

20 bombs (full load) WA 0, WR 10 


Not Really a Vehicle, but... 
Garbage Pod 


What better way to dispose of hazardous biochemical waste than by firing it into the depths of space in a metal 
canister? After all, what could possibly happen? Holds 220 gallons volume, 1 body, or 2 bodies if you know how 
to pack ‘em (and don't mind removing some of the sticky-out bits). The pod itself is equipped with a homing navi- 
gation system, but no other controls. It does not have the posh options that stasis pods have (life support, for one), 
but can be used to transport live cargo over short distances if said cargo is equipped with a vac suit and self-con- 
tained air supply. Skill: Computer Ops. to set homing navigation system, then pray. 


Type: N/A 


Size: Small LISTER: Give me an R, give me anE, give me aD... give me 


a Red Dwarf Garbage Pod! Holly? Did Rimmer never 
work in waste disposal? 


Crew: N/A (2) 
SPD 2 HOLLY: No, Dave. 


Sa, LISTER: It's one of our Red Dwarf garbage pods with, like, 
HUL a the writing burnt off in places. Why didn't you tell him? 
0 HOLLY: Well, it's a laugh, innit? 


Weapons: You're kidding, right? - Waiting for God, Series I 


EXTRA BITS BOOK 


CREATURE DESIGN TOOLKIT 


Sometimes an Al needs a slobbering, shambling creature belching fire and eating the linens to liven up the tedium 
of deep space travel. This section is just for those occasions. The tables that follow will help randomly generate 


the most hideous, terrifying and pointless creatures ever to appear in a Red Dwarf campaign. 


First, you'll determine the creature's initial form. It 
can be anything from a plate of vermicelli to Walt Disney's 
severed head. Next, you'll determine what happened to 
it to make it like it is now. After that, you'll give it its one 
vulnerability (which is up to the players to figure out), and 
of course some wibbly-wobbly appendages and bizarre 
abilities. 

You can give the creature Stats and Skills if you feel 
like developing a major adversary in your game, or sim- 
ply leave it as a passing plot device: "Remember that 
pizza you left sitting in the galley? Well it was bombarded 
by radiation from that leaky microwave, and sprouted a 
tentacle, a lobster tail and a head that bears a startling re- 
semblance to William Shatner. It's sitting on the butcher 
block, reciting bad poetry and shooting flames from a 
mysterious orifice." 


Initial Form (1D6) 


Food (2D6) 


2 - Vermicelli 

3 - Pizza 

4 - Burrito 

5 - Sausage 

6 - Curry 

7 - Pudding 

8 - Dessert Gelatin 
9 - Caesar Salad 
10 - Baked Potato 
11 - Pot Noodle 
12 - Corned Beef Hash 


Animal (2D6) 


2 - Rabbit 
3 - Bird 

4 - Fish 

5 - Monkey 8 - Ae Novelty 
6 - Gerbil rui 

9 - Bog Roll 
7 - Lobster TOE oad 
8 - Lizard - Can of Shaving 


Cream 
ie ea 11 - Pin Up 
11 - Sheep 12 - Neon Pub Sign 


4- Flea 

5 - Grasshopper 
6 - Dung Beetle 

7 - Spider 

8 - Firefly 

9 - Scorpion 

10 - Space Weevil 
11 - Ladybug 

12 - Ant 


2 - Porn Video 

3 - Can of Lager 
4 - Athletic Shoe 
5 - Plush Toy 

6 - Inflatable Doll 


The creature should ideally retain some element of its 
original form, however bizarre or hideous it may be. The 
William Shatner Pizza Beast likely still drips with moz- 
zarella cheese and tomato sauce (spitting radioactive 
anchovies to the beat of Mr. Tambourine Man), and the 
Caesar Salad Monster of Rigel 5 leaves a slimy trail of 
dressing and croutons. The Lager Crab Thing of Cargo 
Level 7 likely retains a silk-screened beer logo on its torso 
and has an AV of 2 due to its sheet aluminum shell. As 
always, use this toolkit as a springboard for your own cre- 
ativity. Just make sure you've filled the pool first. 

Remember that you, the Al, have absolute power. So 
if you roll a result that doesn't sit well with you, feel free to 
re-roll, or think up something completely new. 


Inanimate Object (2D6) 


7 - Athletic Supporter 


5 - Texas Oil Tycoon 
6 - Actor 

7 - Pop Star 

8 - Talk Show Host 

9 - Lounge Singer 

10 - Interior Designer 
11 - Sports Celebrity 
12 - Club DJ 


Other (2D6) 


2 - Walt Disney's 
Severed Head 

3 - Battery-powered Sex 
Toy 

4 - Onion Sandwich Left 
Behind the Radiator 

5 - Petri Dish Full of 
Unidentified 
Squidgy, Wobbly 
Substance 

6 - Salmon Paté 

7 - Birthday Cake 

8 - Wind Up Robot 

9 - Hairball 


Steps to Using the 
Creature Design 


Toolkit 


What Was It? Roll 
once on the Initial 
Form Table. 


What Happened 
To It? Roll once on 
the Changes Table. 


What Will Kill It? 
Roll once on the 
Vulnerabilities 
Table. 


What Is It Now? 
Roll 1D6 times on 
the Abilities Table 
and 2D6 times on 
the Appendages 
Table. 


At this point, if you 


10 - Golf Bag 

11 - Amusing Party Hat 

12 - Queen's Greatest 
Hits (cassette or CD) 


12 - Cow Person (2D6) 


Bug (2D6) 2 - Crewmember 
3 - Former Politician 
SOUS ry 4 - Outland Revenue 
3 - Bee 
Agent 


wish to make it a major 
adversary, you may give 
it Stats and Skills. 


RED DWARF 


Changes (2D6) 


Irradiated by Leaky Microwave 
Spontaneous Parthenogenesis 
Dropped into Diesel Fuel 

Left in Shower 

Unfrozen 

DNA Altered 

Series of Grotesque Experiments 
Fell Behind Sofa 


Forced to Watch Endless Nature 
Documentaries on TV 


=] ©] CO] N[ m| om] AY] wl] 


eae Siac aaa a Appendages (2D6) 
11 Entered in Psychedelic Drug Trials 


12 Evolved SS Tail (1D6) 7 Tentacle (WR2) 
1 - Lobster 8 Arm (1D6) 
2 - Rat 
Sauish Female 


4 - Monkey 2 - Humanoid, Male 


5 - Lion 3 - Monkey 
6 - Insectoid 4 - Flipper 


Elongated 5 - Insectoid 
Proboscis 6 - Crab Claw 


Eye Stalk Leg (1D6) 
Head (1D6) 1 - Humanoid, 


1 - Insectoid Female ; 
2 - Penguin 2 - Humanoid, Male 


3 - Potato 3 - Monkey 


4 - Generic 4- Flipper 
Humanoid 5 - Insectoid 


5 - Celebrity ee 
Humanoid Naughty Bit 
6 - Amorphous & Chitinous Spike 


Orifice of Unknown 12 Stinger(WR4) 
Function 


1 - Humanoid, 


Vulnerabilities (2D6) 


RIMMER: Are you telling me this guy 
Country Western Music belonged to a video club and he 
Water needed a card so they'd recognise 
4 Lots of Firepower (i.e. no special weakness) _ him? He's got six eyes and three 
OO noses. If it were me, I'd remember 
him. "Aren't you the bloke who 
Doug McClure Movies came in last week, sneezed, and 
7 Lager © caused a monsoon?" 
KRYTEN: | think we can assume he 
started out as human and some- 
9 Home DIY shows thing happened here. Something 
10 CelebriyGossip | that mutated him in this unspeak- 
able way. 


Love's First Kiss 


Solar Radiation 


41 FiveAlamCury | - DNA, Series |V 
12 Sweet Tooth 


Phase Through Solid Matter 
Heightened Senses (+2 
Awareness) 


Verbal Communication 
Move* (1D6) 


1 - Ooze 

2 - Scuttle 

3 - Leap 

4 - Climb 

5 - Shamble 
6 - Fly/Swim 


Eats Anything 


Absorb Energy (+2 SHRUG vs 
all energy attacks) 

Unusual Talent (1D6) 

1 - Lounge Singing 

2 - Sports Trivia 

3 - Juggling 

4 - Pub Game of Choice 

5 - Interpretive Dance 

6 - Mime 

Ranged Attack (1D6) 


1 - Acid Secretion (WR4 for 2 
rounds) 

2 - Spores (roll on Space 
Madness Table) 

3 - Quills/spines (WR3, Armor 
Ve) 

4 - Custard Buns (sticky, but 
delicious) 

5 - Flame (WR5) 

6 - Curry Sauce (WRz2, blind- 
ing) 

Chitinous Shell (+1 SHRUG) 

Move* (1D6) 


1 - Ooze 

2 - Scuttle 

3 - Leap 

4 - Climb 

5 - Shamble 
6 - Fly/Swim 


Abilities (D6%) 


Psionic Dominion (WIL +1 vs 
Target's WIL + Resist; Success 
gives creature control over 
Target for margin in minutes; if 
this Ability is selected more 
than once, the +1 bonus to WIL 
is cumulative) 


Stunted Nervous System (no 
Wound Penalties) 


Unusual Size (+1 STR) 
Unusual Speed (+1 AGL) 


Exudes Enticing Aroma (+1 
Seduction) (1D6) 


1 - Honey 

2 - Sexual Pheromones 
3 - Barbecue 

4 - April Freshness 

5 - Apple Cinnamon 

6 - Ethnic Food of Choice 


Move™* (1D6) 


1 - Ooze 

2 - Scuttle 

3 - Leap 

4 - Climb 

5 - Shamble 

6 - Fly/Swim 
Telescoping Appendage 
(1D6x3 meters) 


Lays Egg Pods (2D6 pods; 


hatch within 1D6 days) 


Adhesion (can stick to any sur- 


face) 

Immune to Vacuum 
Developed Brain (+1 INT) 
Move™* (1D6) 

1 - Ooze 

2 - Scuttle 

3 - Leap 

4 - Climb 

5 - Shamble 

6 - Fly/Swim 
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Chameleonic (+1 Stealth) 


Grotesque Appearance (+1 
Fear Factor) 


Repulsive Odor (+1 
Intimidation) 


Liquefaction (can become liquid 


and reform; takes 1 round to 
transform) 


Polymorph (instant) 
Move* (1D6) 


1 - Ooze 

2 - Scuttle 

3 - Leap 

4 - Climb 

5 - Shamble 

6 - Fly/Swim 

Carries Payload of Delicious 
Candies 


Sovereign Components (can 
break into independent parts 
and reform instantly) 


Slice & Dice (+1 Self Defense) 


Brute Force (+1 DB to any at- 
tack) 


Emotion Leech (can suck a sin- 


gle emotion out of its target) 
Move* (1D6) 


1 - Ooze 

2 - Scuttle 

3 - Leap 

4 - Climb 

5 - Shamble 
6 - Fly/Swim 


Regeneration (if wounded, roll 


1D6; heals 1 Wound Level on a 
result of 5 or 6) 


Redundant Systems (if killed, 


comes back to life within 2D6 
hours) 


Without the Move Ability, the creature is basically immobile, relying upon range and external factors for movement. If multiple (iden- 
tical) Move results are rolled, assume a speed bonus to that type of movement (+1 to movement in meters) 


The Complete Creature 


Build the creature using the standard 20 points for base Stats and 20 points for Skills. There are no Stat 
or Skill caps on creatures, as they are intended to be a bit "stompy and chompy". Add any bonuses from 
the previous tables to the base Stats and Skills. 


NEW ADVENTURE SEEDS 


Choose the seed that looks interesting for your campaign and roll on the various tables in the Red Dwarf Scenario Generator 
(Red Dwarf RPG, page 170). If you want to let fate decide, roll 2D6; the result is the number of the seed presented here. If 


you want to mix and match, roll 1D6. If the result is 1-3, use the seeds in the main rulebook. If the result is 4-6, use the seeds 
in this volume. And now, without further ado... 


2 - While investigating an apparently derelict [Setting: Space 8 - While on a [Setting: Ship], the vessel passes through a 


6 - Due to a miscalculation during an experi- 


7 - While visiting a [Setting: Space Station], 


Station], the characters discover [Encounter A]. The be- 
ing requests passage from the station and offers [Catalyst] 
in payment. Regardless of the crew's thoughts towards the 
offer, the being attempts to steal their vessel for itself and 
either kill the crew or leave them behind on the station. 


3 - While on a [Setting: Ship], the vessel experiences engine 


trouble. Randomly locked hatches often block the crew's 
voyage to the engine room. Finally, the intercom buzzes 
on. Aninsane and gibbering [Encounter A] has sneaked 
aboard somehow and has locked himself in the engine 
room. He is threatening to destroy the ship unless he is 
given a [Catalyst] that resembles his mother. 


4 - Traveling through an unknown sector of space in a [Setting: 


Ship], the crew is attacked by a group of hostile 
[Encounter A], who claim they are invading sacred space. 
The ensuing firefight damages their ship. Replacement 
parts are not available, but a [Catalyst] can work ina 
pinch. The most readily available one can be found aboard 
the ship that just attacked them. 


5 - While traveling on a [Setting: Ship], the crew passes 


through a strange energy field which causes their minds to 
randomly swap between their bodies (ala Bodyswap, 
Series Ill). The field is generated by a nearby [Setting: 
Space Station], run by a reclusive [Encounter A]. Only by 
reaching the heart of the station and reversing the polarity 
of the energy field will all minds return to 
their proper bodies. The Encounter A will 
stop at nothing to drive the interlopers 
away, and may send additional energy 
charges through the crew. 


ment in energy-matter conversion, the 
crew accidentally creates two [Setting: 
Ship; roll twice]. One is infested with 
[Encounter B], while the other has a full 
crew of [Encounter A], which may or 
may not be friendly. Unfortunately, the 
crew's own ship has lost life-support due 
to the experiment, and replacement parts 
must be retrieved from the other ships. 


the crew finds a new AR suite program 
that interests them. Upon plugging into 
it, they find that the game's programming 
has been corrupted. The game is lethal, 
and players can only exit by making their 
way past the hordes of evil and danger- 
ous [Encounter A] and acquiring the 
Mystic [Catalyst]. 


small dimensional rift that pulls the characters through to 
War World, while leaving their ship behind. The Resistance 
requests their aid in stealing a priceless [Catalyst] from an 
evil overlord. The overlord also possesses a Very 
Important Item (Very Important Item Generator, page 
14), the test-run of which caused the dimensional rift the 
ship came through. Returning to their home vessel re- 
quires taking on the overlord and using the Item. 


9 - While traveling on a [Setting: Ship], the crew finds a di- 


mensional hole. Their close proximity to the strange 
energies of the tear cause a short circuit in the ship's self 
destruct system, and the crew is forced to flee before they 
are destroyed (whether the ship actually self-destructs or 
merely believes that it will is up to the Al). The escape pods 
from the ship are pulled through the tear, and the crew 
crashes on a [Setting: Planet] in an alternate world where 
[Encounter A] is the dominant form of life, and [Catalyst] 
is the primary form of currency. Good luck making it off this 
crazy planet! 


10 - While on a [Setting: Planet], the crew encounters a tribe 
of [Encounter A] traders. They offer the crew the job of 
transporting highly dangerous [Catalyst] to another tribe 
on another planet; payment is in [Catalyst]. Refusal will 
arouse the ire of the tribe. Unfortunately, a pirate ship of 
[Encounter B] \earns of the deal and attempts to steal the 
crew's cargo. 


11 - While visiting a [Setting: Space 
Station], the crew’ encounters 
[Encounter A] who infects them with 
a strange disease. The victims con- 
tract a fever which causes (roll on 
Space Madness table on page 122 
of the Red Dwarf RPG for each), 
and is eventually followed by death. 
The Encounter A offers them the 
cure, only if they steal [Catalyst] 
from a wealthy [Encounter A] who 
lives on [Setting: Planet], which is 
nearby. 


12 - While visiting a [Setting: Planet] 
for some R&R, the crew finds a 
[Catalyst], which they accidentally 
damage. They soon discover that it is 
sacred to the native [Encounter B] 
of this world. Honor can only be re- 
stored if the culprit has relations with 
a very foul-looking and dangerous 
[Encounter A]... the thought of 
which could turn one off sex for 
» years. 


SPACE CORPS VEHICLE REGISTRATION “Ss 
Ss | ee | | 


WEAPON TYPE RANGE WA WR_ DB SPEED RATING 
(SPD) 


MANEUVERABILITY 
(MAN) 


SHIELD RATING 
(SHL) 


HULL RATING 
(HUL) 


DAMAGE REPORT 
1. WIBBLY WOBBLY (No Damage Penalty) 
2. LIGHTLY DAMAGED (-1 Damage Penalty) 
3. MODERATELY DAMAGED (-2 Damage Penalty) 
4. SEVERELY DAMAGED (-3 Damage Penalty) 
5. ENGINE SHUTDOWN (-4 Damage Penalty) 
6. DRIFTING HULK (-5 Damage Penalty) 
7. VAPOR CLOUD (Damage Penalty N/A) 


SPACE CORPS VEHICLE REGISTRATION “SSS 
Ss | | | 


WEAPON TYPE RANGE WA WR_ DB SPEED RATING 
(SPD) 


MANEUVERABILITY 
(MAN) 


SHIELD RATING 
(SHL) 


HULL RATING 
(HUL) 


DAMAGE REPORT 
1. WIBBLY WOBBLY (No Damage Penalty) 
2. LIGHTLY DAMAGED (-1 Damage Penalty) 
3. MODERATELY DAMAGED (-2 Damage Penalty) 
4. SEVERELY DAMAGED (-3 Damage Penalty) 
5. ENGINE SHUTDOWN (-4 Damage Penalty) 
6. DRIFTING HULK (-5 Damage Penalty) 
7. VAPOR CLOUD (Damage Penalty N/A) 
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SPACE CORPS PERSONNEL FILE 


PSYCH PROFIL 


SKILL PROFILE “seu” 


OFFICE USE ONLY 


CURRENT MEDICAL CONDITION 
1. ABIT WONKY (No Wound Penalty) 


2. ROUGHED UP (-1 Wound Penalty) 


AGILITY 
Athletics 


Gunnery 


PERCEPTION 
Aesthetics: 
Awareness 

Con 


Self Defense 


Empathy 


Stealth 


Passive Games 


Pilot: 


Seduction 


Pilot: 


Social 


Pilot: 


Other: 


Other: 


DEXTERITY 
Active Games 


Demolitions 


Firearms 
Instrument: 


Other: 


Other: 


INTELLIGENCE 
Anthropology 
Astronavigation 
Computer Ops. 
Culinary Arts 


History 


Language: 


Life Sciences 


Mathematics 


Medicine 


3. WORSE FOR WEAR (-2 Wound Penalty) 
4. SORRY STATE (-3 Wound Penalty) 


5. NEARLY DEAD (-4 Wound Penalty) 


6. FLESHY LUMP (-5 Wound Penalty) 
7. SMOLDERING HOLE (Wound Penalty N/A) 


PROTECTIVE OUTER WEAR 


STRENGTH 


Philosophy 


Theoretical Physics 


Climb 


Security 


Endurance 


Trivia: 


Strength Feat 


Other: 


Swim 


Other: 


INITIATIVE 
DESTINY 


WILLPOWER 


Intimidation 


Resist 


NOTES 
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